
Gurgu Volcano 


These maps will help you get through some of the treacherous 
dungeons in Final Fantasy. 
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Magic 

Use this chart for handy reference 
when making determinations as to 
what spells you will want to buy. If 
a spell exists that your Warrior can 
use after Class Change, make sure 
to leave a space open for that spell 
in that magician’s inventory. 


AFFECTS 

ONE ALLY 

This spell will affect the 
. Light Warrior of your choice. 

ALLY PARTY 

This spell will affect all 4 
. Light Warriors. 

CASTER 

This spell will only affect 
. the magician who cast it. 

ONE ENEMY 

This spell will affect only one 
men ibei of tho enei ny par y, 

ENEMY PARTY 

This spell will affect the 
. entire enemy party. 
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Weapons 

Use this chart in determining 
which weapons to purchase, to 
EQUIP, and which to sell as sur¬ 
plus. NOTE: Before selling any 
weapon that you can’t EQUIP 
determine if it can be used later 
after Class Change, er possibly 
immediately as an ITEM. 
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Armor 

Use this chart in determining 
which armor to purchase, to 
EQUIP, and which to sell as sur¬ 
plus. NOTE: Before selling any 
armor that you can’t EQUIP deter¬ 
mine if it can be used later after 
Class Change, or possibly immedi¬ 
ately as an ITEM. 
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